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3D Technology and Application in Hairdressing 
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Abstract: Now 3D technology is very popular in production and people’s life. With its powerful third dimension and strong 
interactivity，the 3D technology bring users more wonderful experience. It is an original creation to apply 3D technology to 
hairstyle design, and the realization of the 3D hairstyle design system was explained. By using the OpenGL technology and 
combining it with other modeling technologies, the system is characteristic of powerful interactivity and 3D space design 
function, and embodying the design idea of people foremost very well. The success of the 3D hairstyle design system will 
bring a qualitative advancement to the hairstyle design fields, and a broad possibilities of market, prospect for the system, 
too. 
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2  三维发型设计系统设计原理 
基于此，本文将 OpenGL技术与 3D Studio MAX结合起
来，利用人工智能技术、OpenGL和 3D Studio MAX结合实
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poser5.0，以及 3dmax的毛发插件 hairFX。利用 View3ds将
3D Studio MAX格式的三维模型转换成 OpenGL格式。在系









































































图 3  三维发型设计系统启动界面图 
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 使用 timeGetTime（）获得进入的初始时间值m_start; 
         …… 
    图形资源更改代码; 
         …… 
 使用 timeGetTime（）获得处理过程结束的时间值m_end; 
 ftime=m_end-m_start;  
 while(ftime<预定显示时间) 
 { 
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图 4 导弹尾焰效果一 
图 5 导弹尾焰效果二 
